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What Was That? 


I'll tell you this: in all my years, I've only 
ever run from one fight. While working 
as a mercenary | encountered what | 


thought was a giant, but then | saw its 
beak and its feathers. And its axe. I'm 
not ashamed to say! ran without look- 
ing back, and I'd do so again. 


VERREAUX, THE EXALTED OWLBEAR 


An owlbear given sentience and self-awareness, Verreaux was born 
as part of an experiment in a lab of horrid aberrations. His earliest 
memories are of pain, iron cages, and the shrouded silhouettes of his 
mysterious creators. Lucky for Verreaux, his captors underestimated 
the owlbear—as their creation grew larger, they failed to reinforce 
his enclosure. Eventually, the owlbear managed to pry his cage open 
and escape. Unsure of himself and unfamiliar with the outside world, 
Verreaux struggled to survive on his own. 

He was cunning, though, and took to stalking orcish caravans. He 
stole from the caravans and listened in on their conversations to teach 
himself their language. One day, as Verreaux went to pilfer a loaf 
of freshly baked bread, the warchief, Agnok, caught him. Thinking 
the odd creature nothing more than a mindless beast, Agnok went to 
strike the owlbear down. But, in eavesdropping on the orc’s conver- 
sations, Verreaux had learned not just their language, but also their 
tactics. Rearing back on his hindlegs, Verreaux easily evaded the swing 
of the warchief’s axe and struck Agnok a deadly blow. And when the 
orc priests raised weapons against him, Verreaux took up Agnok’s axe 
and struck down all but one of them. The orcs, after witnessing the 
destruction of their mighty chief and most of their priests, believed 
the enormous owlbear to be a vengeful demigod—a notion Verreaux 
heartily encouraged. They bowed down to Verreaux, accepting him as 
both their new warchief and their god, and his reign of terror began 
in earnest. 

Apotheosis. After a decade of Verreaux’s leadership, his clan has 
thrived. They hold dominion over multiple territories, and several 
other clans offer fealty to Verreaux and his people. Though Verreaux 
is an owlbear, his ferocity and battle prowess have made him a god 
amongst the orc clans, and he gains power, food, and tribute from 
their worship. While his recognized divinity is far less than that of 
other gods, it does allow him to impart power on his followers and 
curses on his enemies. As his numbers increase so too does his power 


and his pride, and other divine forces are turning their eyes to Verreaux. Should his twisted rise to 
godhood go unchecked, there is no telling what he may become capable of. 

Conquering Horde. As the leader of a conquering horde, Verreaux has powerful resources at 
his beck and call. Even so, he enjoys being at the front line of battle, and his people cheer him on 
with drums and hymns extolling his prowess. He is usually surrounded by a squad of orc warriors 
whom he has carefully chosen to stand alongside him in battle, and they’re willing to give their lives. 


ROLEPLAYING VERREAUX 


Years of glorification have convinced Verreaux that he is in fact a god, and with his devotees 
multiplying by the day, true ascension may very well be at hand. The orc hordes who serve him 
have worshipped him actively for the last decade, and he appears to be gaining divine power from 
their veneration. Secretly, Verreaux wonders about his origins, and he’s enraged by the fact that he 
will never truly know why he was created. 

While he attempts to restrain his anger around those who worship him, at times his rage causes 
him to kill an impertinent orc or two. His followers view this as righteous wrath, assuming that the 
person killed was unworthy or did something abhorrent to their living god. Deep down Verreaux 
feels small amounts of guilt when these unintentional deaths happen. However, he masks this with 
more anger. 

Never charming, polite, or willing to debate or negotiate, Verreaux views such things as beneath 
him. He has no carnal desire and cannot be charmed or flattered. If given the opportunity 
to incorporate other beings into his horde, he accepts them without question. 
Verreaux swings first and listens to queries much later, if at all. 


VERREAUX’S TACTICS 
Verreaux charges headlong into combat. He enjoys 
the glory of leading his horde and attacks the most 
powerful figure amongst his foes first. If he needs 
distractions, he calls in his warriors to support him. 
Though he hates to retreat, he will disengage if he 
feels like he is losing the upper hand, pushing orcs 
into the breach so he has time to recover. Verreaux 
likes to send out hunters, snipers, and spies if he 
is up against an army larger than his own. After 
determining his enemy's weak points he leads 
targeted raids, attempting to demoralize the 
opposing force. If Verreaux determines that a 
force is too strong for his horde, he will never 
admit it—to himself or anyone. Instead, he 
scours the land for a weaker region to conquer 
and raze to show his strength. A victory is a 
victory to Verreaux, no matter how unfair the 
fight might be. ] 


VERREAUX’S TRAITS 
Ideal. “I will dominate the world and prove I am much more than an experiment.” 
Bond. “Settling the petty issues of the orc tribes ensures their loyalty, as does proving 
I can destroy them all if they step out of line.” 
Flaw. “I am a GOD! I will not be treated like a simple being or one of lesser status.” 


ADVENTURE HOOKS 

Stop the God’s Advance. An exiled member of Verreaux’s horde seeks out support to end the 
owlbear’s bloody rampage. She believes bringing evidence that Verreaux’s creators are dead will 
dissuade him from further attacks. 

A Missing Pet. A lurching figure with an ever-shifting form approaches a group of adventurers 
peacefully. It asks them to assist it in recovering a powerful creature that it created long ago. That 
creature is Verreaux. 

Holy Intervention. An angel, sent by the local pantheon, appears to the party and beseeches 
them to help stop Verreaux’s ascension. 


A PLACE OF WORSHIP 


Traveling Altar. Verreaux keeps a large tent in the center of his tribe’s war camps. His guards 
are staged around the tent while camped, even when Verreaux is not inside. When the clan is on 
the move, this tent is packed in its own cart and protected. Wherever the clan settles, an altar is 
established outside Verreaux’s tent, and his supplicants leave trinkets, food, and random gifts there 
on a regular basis. He’s particularly fond of baked goods and cakes. 


Hordes of Ores. At any given time, there are between 
three thousand and five thousand orcs serving in 
Verreaux’s horde. The fluctuation is due to deaths, 
new converts, and the integration of other hordes. 
Verreaux’s clan includes spirit workers, warriors, 
and the wondrous skalds of orc tradition. With 
such a diverse congregation, Verreaux can call 
on various sources of power to handle specific 
challenges that cannot be dealt with by mere 
brute force. 
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PAYING TRIBUTE TO VERREAUX 
Offerings to Verreaux come in many forms. 


Severed limbs are a common offering, as the orc 
horde take these trophies from felled enemies on 
the battlefield and bring them to Verreaux for 
blessing. Ideas for offerings can be found below: 


A bushel of fresh fruit and vegetables 
An icon of an axe made of silver 

Ears, fingers, and toes 

Golden feathers 

The beaks of ten birds 

Gutted eels 

Twelve broken weapons 

Large owl skulls with runes carved into them 
A dozen freshly baked tarts 
A whole and worthy weapon 
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LAIR ACTIONS 

When fighting with his horde, 
Verreaux can invoke his authority to 
take lair actions. On initiative count 20 
(losing initiative ties), Verreaux can take 
a lair action to cause one of the following 
effects. He can’t use the same lair action two 
rounds in a row: 

* Verreaux calls in 2d10 ores as support in a fight. They enter combat on his initiative, but they 
wait for his call before attacking, even if it looks like Verreaux might lose. Verreaux can use this 
lair action twice per day. 

¢ Drawing on the exaltation of his worshipers, Verreaux bestows a curse on all enemies within 
60 feet of him. All targets within range must succeed on a DC 16 Wisdom saving throw or be 
at disadvantage on all attacks until the end of Verreaux’s next turn. 

* Verreaux restores the Ist-level spells of an allied cleric within 120 feet of him. The cleric must 
use a reaction for this effect to occur, which is spent praying to Verreaux. This can only be used 
to benefit one cleric once per day. 


REGIONAL EFFECTS 
When the horde conquers a territory, they cause minor ecological havoc to the region: 
¢ The horde targets crops and herds within a 10-mile radius, making food and supplies scarce 
for everyone else. Inns have only basic meals, and ale supplies in taverns are dried up. Smaller 
settlements may even suffer starvation. 
* Orc raiding parties make it difficult to move through or around any territory they occupy, causing 
travelers to take five times longer to pass through any region under Verreaux’s control. 
¢ Verreaux’s unnatural rise to godhood and profane aura has a negative effect on divine spell 
casters within 5 miles of his location. Clerics, Paladins, and any other creatures that receive spells 
from a divine source that cast a spell of 2nd-level or lower must make a DC 10 Wisdom saving 
throw. On a failure, the spell is not cast, and they lose the spell slot with no effect. This does not 
impact worshippers of Verreaux. 


VERREALX'S CHOSEN 


Medium humanoid (orc), neutral 


Armor Class 12 (hide armor) 


Hit Points 16 (3d8 + 3) 
Speed 30 ft. 
STR DEX CON INT WIS CHA 
14 (+2) 10(+0) 14(+2) 10(+0) 16 (+3) 10 (+0) 


Skills Intimidation +4, Religion +2 

Senses darkvision 60 ft., passive Perception 13 
Languages Common, Orc 

Challenge % (100 XP) 


Aggressive. As a bonus action, the chosen can 
move up to its speed toward a hostile creature 
that it can see. 


Spellcasting. The chosen is a 3rd-level spellcaster. id : 


Its spellcasting ability is Wisdom (spell save DC 13, — 

+5 to hit with spell attacks). The chosen has the 

following cleric spells prepared: 

Cantrips (at will): guidance, sacred flame, 
thaumaturgy 

Ist level (3 slots): bane, command, cure wounds, 
inflict wounds 

2nd level (2 slots): aid, hold person 


ACTIONS 


Greataxe. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 8 (1d12 + 2) slashing damage. 


VERREALX 


EXALTED OWLBEAR 
HUGE MONSTROSITY, LAWFUL EVIL 


Armor Class 19 (+1 plate armor) 
Hit Points 171 (18d10 + 72) 
Speed 50 ft. 
STR DEX CON INT WIS CHA 
22 (+6) 14 (+2) 18 (+4) 12 (+1) 12 (+1) 12 (+1) 


SS 
Saving Throws Con +8, Wis +5 


Skills Intimidation +5, Perception +5, Religion +5 
Damage Resistances bludgeoning 

Condition Immunities charmed, exhaustion 
Senses darkvision 60 ft., passive Perception 15 
Languages Orc, Sylvan 


Challenge 8 (3,900 XP) 

SS I ES TET 
Keen Sight and Smell. Verreaux has advantage on Wisdom (Perception) checks that rely on sight 

or smell. 

Legendary Resistance (3/Day). If Verreaux fails a saving throw, he can choose to succeed instead. 
Special Equipment. Verreaux wears +1 plate armor and carries Verreaux’s Gospel, a weapon specially 
crafted from the melted remains of Agnok’s—the former warchief—axe. It acts like a +1 greataxe. Once 
per day, a creature attuned to Verreaux’s Gospel! can negate the effects of anything against which they 
have failed a saving throw. The creature also gains advantage on Wisdom (Perception) checks. Bonuses 
from these items are already reflected in Verreaux’s stat block. 


ACTIONS 


Multiattack. Verreaux makes two attacks: one with his axe and one with his beak. 
Beak. Melee Weapon Attack: +10 to hit, reach 5 ft., one creature. Hit: 11 (1d10 + 6) piercing damage. 
Claws. Melee Weapon Attack: +10 to hit, reach 10 ft., one creature. Hit: 15 (2d8 + 6) slashing damage. 


Verreaux’s Gospel. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit: 26 (Sd12 + 7) 
slashing damage. 


LEGENDARY ACTIONS 


Verreaux can take 3 legendary actions, choosing from the options below. Only one legendary action 

can be used at a time and only at the end of another creature's turn. Verreaux regains spent legendary 
actions at the start of his turn. 

Detect. Verreaux makes a Wisdom (Perception) check. 

Rend. Verreaux makes a Claw attack and a Beak attack. 

Squawk. By screeching, Verreaux drives fear into the hearts of others. All foes within 120 feet of Verreaux 


that can hear him must succeed on a DC 16 Wisdom saving throw or be frightened of him until the end 
of his next turn. 
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LICENSE 
The terms of the Open Gaming License Version 1.0a are as follows: 
OPEN GAME LICENSE Version 1.0a 


The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 1. Definitions: (a)"Contributors” means the copyright 
and/or trademark owners who have contributed Open Game 
Content; (b)"Derivative Material" means copyrighted material 
including derivative works and translations (including into 

other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may 

be recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content” means 
the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works 
under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself 

or its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” or “Using” 
means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) 
“You” Not for resale. Permission granted to print or photocopy this 
document for personal use only. System Reference Document 5.1 
2 or “Your” means the licensee in terms of this agreement. 


2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 

as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this 
License. 


3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, nonexclusive license with the exact terms of this 
License to Use, the Open Game Content. 


5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/ 
or You have sufficient rights to grant the rights conveyed by this 
License. 


6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of 

the COPYRIGHT NOTICE of any Open Game Content You are 
copying, modifying or distributing, and You must add the title, 
the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 
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7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 


8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content. 


9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License. 


10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute. 


11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor 
unless You have written permission from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to comply 

with any of the terms of this License with respect to some or 

all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected. 


13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License. 


14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable. 


15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 
2000, Wizards of the Coast, LLC. 


System Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, 
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, 
Bruce R. Cordell, Chris Sims, and Steve Townshend, based on 
original material by E. Gary Gygax and Dave Arneson. 
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PRODUCT IDENTITY 

The following items are designated Product Identity, as defined 
in Section 1(e) of the 

Open Gaming License Version 1.0a and are subject to the 
conditions set forth in Section 

7 of the Open Gaming License, and are not Open Content: 

All trademarks, registered trademarks, propernames, dialogue, 
plots, storylines, locations, 

characters, artworks, and trade dress. (Elements that have 
previously been designated as 

Open Game Content are not included in this declaration.) 
OPEN GAMING CONTENT 

All content from the System Reference Document 5.1 is Open 
Game Content as described in Section 1(d) of the License. No 
portion of this work other than the material designated as 


Open Game Content may be reproduced in any form without 
permission. 


